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为 什么 我 们 需要 Ungroup IE? 


第 一 ， 如 果 没 有 Ungroup 的 话 ， 所 有 的 灯 模 型 也 跟 关 一 起 删除 
第 二 ， 有 些 其 他 物品 如 电视 机 ， 也 是 有 Light， 也 会 一 起 被 删除 
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Ungroup 之 后 ， 我 们 再 次 框 选 折 有 的 乐 西 
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重复 同样 的 动作 ， 一 直 Ungroup 到 无 法 Ungroup ALE 














为 什么 不 可 以 把 light Bere? 
因为 rendering 时 ,会 把 隐藏 的 光 也 一 起 rendering 出 来 ..… 
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调整 VRayLight 好 了 后 ， 现 在 轮 到 Camera 的 部 分 
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调整 好 你 想 要 的 提 报 角度 之 后 ， 下 一 步 丈 来 Rendering 
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确保 Renderer: V-Ray Adv 3.40.01 


确保 View to Render: Quad 4 
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A - lock 
A - unlock 
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接 下 来 我 们 进入 Slate Material Editor 
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由 于 里 面 的 部 分 太 暗 ， 也 需要 添加 添加 VRayLight 
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把 这 两 请 窗口 给 隐藏 起 来 
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添加 完 之 后 ， 我 们 回 到 PhysCamera001, rendering AEA ME 








Workspace: Default ~ |=) 
+ ję = F rea z "e r oc r "ray 一 






A 


5C Ces En t EC G 


Modeling Freeform Selection Object Paint Populate -E 


å 


Polygon Modeling 


Ea aS NER EA MA 


















None Selected 





Rendering Time 0:00:00 





gert, m 
. 


BD ew Nu vs e å å å 


Autodesk 3ds Max 2017 13.max 





{Customize 


Civil View ty aiga Ken eau bes 
cia t >La SÉ wA a? (7 Create Selection Se v T 


elida le 


nmnENGETT 
View - La 
4 


XY 


sår mi” > e uo Fa 8 > Hp B. SA |masa a NA reent A E E iion 


* w SaveFile ... EN 





era001 ” £ 


ings Render Elements 






Every Nth Frame: 


o 100 


| Hi 
gi II i Hn 


en as 


JU 


















i 
Å 






3 
A 
: Last Frame Time: 0:00:00 
m Elapsed Time: 0:00:00 
| | Time Remaining: ??:??:?? 
— | | 1era001 Width: 1280 
\ e's Height: 720 





Pixel Aspect Ratio: 1.00000 
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授 下 来 我 们 学 如 何 凋 VRay 708, FONDA 
from: Chyl 


由 于 render 出 来 的 光 太 强 ， 造 成 秆 多 物品 的 表面 太 过 腕 日 了 
需要 做 一 些 调整 来 Vray 光度 ， 与 及 添加 环境 光 来 避免 宇内 大 蜡 


VR oon E: RET Modify“ 


Modifier List 


VRayLight 


v General 


“On Type: 


Targeted 200.0mm 


Halfiength: 2045, 106n £ Tt M utl | [D | le [ EH 


Half-width: 1430.904n + 


Units: Default (image) ™ z ^n 14 ET 
Multiplier: 30.0 : 修 MORASS CSE 


Mode: Color M 


el NN: REF 


v Texture Res: 512 - 
or FFU 


+ Rectangle/disc light 
* Options 
Exdude 


w Cast shadows 


Double-sided 
emu 打 勾 Invisible 


Skylight portal 

Store with irradiance map 
w Affect diffuse LO + 
v Affect specular 10 + 
w Affect reflections 


> Sampling 
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VRayLight00 1 


Modifier List 


VRayLight 
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" General AA render HERSKE, 也 不 会 太 暗 
ft Mutliplier FH * On Type: 


— Targeted 200.0mm + 
修改 你 的 光亮 度 E 


119,014 7 
Half-width: 1131.282m = 


Units: Default (image) * 
rum 30.0 
Mode: Color : 
Color: ` | 
Temperature: 
w Texture Res: 512 
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切换 回 你 的 PhysCamera001 ME, Antz Render 3 Render Setup: V-Ray Adv 3.40.01 — x 


[+][Ph 
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Restore Active PhysCamera001 View 


Save Active PhysCamera001 View 
Extended Viewports 


Show Safe Frames 
Viewport Clipping 
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Select Camera Target 


Undo View Change 
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Camera001 Target: Production Rendering fied 


PhysCamera001 


Render 
Preset. No preset selected 


Renderer: V-Ray Adv 3.40.01 vr w Save File... 
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* About V-Ray 
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Mutliplier 20.0 还 是 一 样 ， 不 行 





Mutliplier 10.0 有 点 暗 , 不 过 还 好 





接 下 来 我 们 在 Slate Material Editor 添加 VRaySky 
f£ Material / Map Browser 输入 vraysky 


3 Slate Material Editor 
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Double click "VRaySky" 
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sun light None 
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E SAA LO 
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仔细 和 细心 才 找 到 最 好 的 数值 
比 万 说 我 的 ， 人 研究 好 几 次 


sun filter color 


sun invisible 
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ground albedo 
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sun intensity multiplier : 0.05 
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现在 我 们 进入 Enviroment 
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View 2 Quad 4 -PhysCar era001 
Common VRay GI Settings Render Elements 


* Common Parameters 








Hi 4 Time Output 
Me Hi / E. e Single Every Nth Frame: 1 3 
J peny | b | Active Time Segment: 0 To 100 
| Range: 0 + To 100 - 
File Number Base: © - 
Frames 

Area to Render 

View M Auto Region Selected 
Output Size 

Custom Y Aperture Width(mm): 36.0 + 
Width: 1280 + 320x240 720x486 
Image Aspect: 1.778 We Pixel Aspect: 1.0 -FE 
Options 
w Atmospherics Render Hidden Geometry 
w Effects Area Lights/Shadows as Points 
v' Displacement Force 2-Sided 

Video Color Check Super Black 
Render to Fields 
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w Save File Files... 
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Render 完 之 后 ， 接 下 来 瓯 要 做 一 些 光 调整 
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blend angle 
horizon offset 

Exdude. .. 





[+] [Left ] [Standard] [Default Shading ] 
O LEN = *% 


VRay 


” Object Type 


VRayLight VRayIES 
'ayAmbientLig VRaySun 


" Name and Color 


VRay5un001 


” VRaySun Parameters 


enabled DE 


AAA 
affect diffuse.. 
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切换 成 “P” 视 图 ， 把 VRaySun 调 整 ， 把 太阳 光 打 进来 军 内 
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ALm, rendering 图 完了 ， 接 下 来 我 们 要 做 的 是 VRaylES 
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选择 VRaylES， 然 后 按 Open: 


File name: TTE] „ies | Qpen 


Files of type: IES profiles (* jez) Cancel 





把 VRaylES 拉 进 室内 
然后 切换 成 Lights 来 做 调整 


Modeling Freeform 
Polygon Modeling 


select Display 


IK Chain Object 
O Mame (Sorted Ascem Point 
= >] mi PE CAT Bone 








rl wa Wt 
i 
” 
LÉI 
一 


THEE 
EE 3 Ketengegen 


E Instance H md Object 
Elli O: SS 


R. 
LLL A f Copy 
| ® Instance 


Cancel 


UE: Reference 

is E Number of Copies: 1 E 
JM s | 一 | 
= | T VRayIES003 


| 


Ki) 


调整 好 后 ， 复 制 多 几 个， 然后 放 在 其 他 灯 上 
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别 担心 ， 我 们 调整 VRayIES 灯光 的 方向 





尝试 一 下 把 VRaylES 灯光 


打 和 在 一 些 家 具 物 品 ， 给 他 弯 成 点 睛 色 
IR Aid render 一 下 
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Render 完 之 后 ， 接 下 来 我 们 试 一 试 把 它 rendering 成 彩色 吧 
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接 下 来 我 们 要 学 如 何 快速 render 4k BBE 
第 一 步 ， 把 日 膜 仓 依 在 640x480 
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w Glossy effects Indu... list * —Exdude... 
Max transp. levels 50 - 
Transp. cutoff 0.001 + 
Max ray intens. 20.0 : Secondary rays bias 0.0 $ 
v Image sampler (Antialiasing) 
Type Bucket T ? 
Render mask None y None > 


» Image filter 

60 65 70 75 80 85 90 95 100 
6133.424 Z: 0.0mm Grid = 10.0mm Auto Key Selected ELEM Il> »l =] A EE 
TE Add Time Tag Set Key IL Key Filters... ^u .€ > GE, Må 


Render 完 后 ， 切 换 到 GI 部 分 


f£ Irradiance map FA, 按 下 Save 


3 Render Setup: V-Ray Adv 3.40.01 — AX 


Target: Production Rendering Mode 

Render 
Preset: 
La Save File rana 


Renderer: V-Ray Adv 3.40.01 


| Quad 4 - PhysCamera00 1 
Render: d spis santa: ci 


Common VRay GI Settings Render Elements 


" Global illumination 


* Enable GI 
Primary engine Irradi...ce map * 
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Secondary engine grute force 


vw Refractive GI caustics we Reflective GI caustics 


Saturation 1.0 w Amb. ocdusion 0.3 


Contrast 10 Radius 70. 0mm 





Contrast base 0.5 Subdivs 


* Irradiance map 


Current preset Custom v 


Min rate -3 Subdivs 
Max rate E Interp. sample 
wv Show calc. phase 


O samples: 0 bytes (0.0 MB) 


Save | 


The irradiance map is loaded from file at the start of the 
rendering. No new samples are computed. This mode is 
suitable for fly-through animations with precalculated 
irradiance maps. 


Mode From file 


TIN 
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EA This PC 
SB 3D Objects 
国 Desktop 
Documents 
JL Downloads 
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æ Pictures 
ia Windows (C:) 
一 Data (D:) 
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File name: BENENE 


Save as type: Mie EA 





Cancel 





把 日 膜 存 储 起 来 


3 Render Setup: V-Ray Adv 3.40.01 — AX 


Target: Production Rendering Mode 
Render 


Preset: 
Renderer: V-Ray Adv 3.40.01 


View to 


iud Quad 4 - PhysCamera001 
Render; 


Common VRay GI Settings Render Elements 


" Global illumination 


* Enable GI 


Primary engine Irradi...ce map * 


Secondary engine Brute force 


Refractive GI caustics * Reflective GI caustics 


saturation 1.0 w Amb. ocdusion 0.3 


Contrast 10 Radius 70.0mm 





Contrast base 0.5 Subdivs 


* Irradiance map 

Current preset Custom 

Min rate -3 Subdivs 

Max rate -1 Interp. samples 
wv Show calc. phase 


0 samples; 0 bytes (0.0 MB) 


> E ZR I 11 Mode From file Ave 
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Thi Kaes map is loaded from file at the start of the 
rendering. No new samples are computed. This mode is 
suitable for fly-through animations with precalculated 
irradiance maps. 
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=. Data (D:) 
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3 Render Setup: V-Ray Adv 3.40.01 — AX 


Target: Production Rendering Mode 


Render 


V-Ray Adv 3.40.01 " w Save File 
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à - S a ， Quad 4 - PhysCamera00 1 
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Common VRay GI 


" Global switches 


w" Displacement 
Force back face culling 


w Lights v Hidden lights 
wv Shadows Default lights of 


Show GI only Probabilistic lights 
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取消 Override mti 


FJZ Reflectio n/ refraction Don't render final image 





v Reflection/refraction LE, = 
Override depth Override mtl 
w Glossy effects 


Max transp. levels 50 








Transp. cutoff 0.001 
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Max ray intens. Secondary rays bias 0.0 


PA Bv, Prog ressive ” Image sampler (Antialiasing) 


TYPE Progressive v 


Render mask None 


å Render Setup: V-Ray Adv 3.40.01 — X 


Target: Production Rendering Mode 
Render 
Preset: 


Renderer: V-Rav Adv 3.40.01 wv Save File 


View to 


ne Quad 4 - PhysCamera001 
tender: 


Common  V-Ray GI Settings Render Elements 
" Common Parameters 
Time Output 
Single Every Nth Frame: 
Active Time Segment: 0 To 100 
Range: 0 + To 100 
File Number Base: 
Frames 


Area to Render 
View Auto Region Selected 


ALEK 2000x1500 Ei ZE 


Custom Aperture Widthimm): 36.0 


Width: 2000 320x240 


Height: 1500 


改 好 画 质 后 ， 可 以 render 了 


Image Aspect: 1.333 | Pixel Aspect: 10 


Options 
wv Atmospherics Render Hidden Geometry 
w Effects Area Lights (Shadows as Points 
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Render 
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| Renderer: V-Ray Adv 3.40.01 vw Save File 
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Current Task: Rendering image (pass 2) [00:00:58.7] [00:01:00.5 est] 
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Rendering Progress: 
Frame + () Last Frame Time: 0:01:07 
lof 1 Total Elapsed Time: 0:00:00 
Pass # 1/1 Time Remaining: ??:??:?? 
Render Settings: 
Viewport: PhysCamera001 Width: 2000 
Start Time: 0 Height: 1500 
End Time: 0 Pixel Aspect Ratio: 1.00000 
Nth Frame: 1 Image Aspect Ratio: 1.33333 
Hidden Geometry: Hide Render to Fields: No 
Render Atmosphere: Yes Force 2-Sided: No 
Use Adv, Lighting: Yes Compute Adv, Lighting: No 
Output Settings: 
File Name: C:\Users\Chyi\Desktop RenderPNG.png 
Device Name: 
File Output Gamma: 1.00 Nth Serial Numbering: No 
Video Color Check: No Dither Paletted: Yes 
Super Black: No Dither True Color: Yes 
Scene Statistics: 
Objects: 0 Lights: 0 
Faces: 0 Shadow Mapped: 0 
Memory Used: P:3577.8M Ray Traced: 0 
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Preset: 


Renderer: V-Ray Adv 3.40.01 
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bender: 


Common  V-Ray e Settings Render Elements 
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Force back face culling 


v Lights # Hidden lights 
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Don't render final image 


v' Reflection/refraction * Maps 
Override depth Override mtl 
wv Glossy effects 


Max transp. levels 50 





Transp. cutoff 0.001 


Max ray intens. Secondary rays bias 0.0 


Proaressive > Bucket * Image sampler (Antialiasing) " 
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Progressive 










zu GH e et er Workspace: Default ~ Default Autodesk 3ds Max 2017 . 13.max Ma ` ` ke Å Sign In 


5c Cad gem TE Te Hear d ET ZAA % + € Ulm BE 


"Modeling ` ` Freeform Selection Object Paint Populate an 


Polyo e 
y V-Ray frame buffer - [50% of 2000 x 1500] 
Target: Production Rendering Mode — e 





e 


^. 







AO 0 Y 





Ya 
Sat 


























diy 
. RGB color DD non 21 
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Renderer: V-Ray Adv 3.40.01 + w Save File | 
View to Quad 4 - PhysCamera001 A 
| Render: | | 
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Common V-Ray GI Settings Render Elements 
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N ! Rendering Progress; 
A E ! Frame + 0 Last Frame Time: 0:01:09 
Y MET | 1of 1 Total Elapsed Time: 0:00:00 
| | Pass # 1/1 Time Remaining: ??:??:?? 
I 
Render Settings: 
Viewport: PhysCamera001 Width: 2000 
Start Time: 0 Height: 1500 
End Time: 0 Pixel Aspect Ratio: 1.00000 
Nth Frame: 1 Image Aspect Ratio: 1.33333 
de Hidden Geometry: Hide Render to Fields: No 
Render Atmosphere; Yes Force 2-Sided: No 
Use Adv. Lighting: Yes Compute Adv. Lighting: No 
Output Settings: 
File Name: C: Users|Chyi Desktop RenderPNG.png 
Device Name: 
File Output Gamma: 1.00 Nth Serial Numbering: No 
Video Color Check: No Dither Paletted: Yes 
Super Black: No Dither True Color: Yes 
Scene Statistics: 
Objects: 0 Lights: 0 
Faces: 0 Shadow Mapped: 0 
Memory Used: P:2436.4M Ray Traced: 0 
80 85 90 95 100 
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Rendering Progress 
Frame € ) Last Frame Time: 0:01:09 
lof 1 Total Elapsed Time: 0:00:00 
Pass # 1/1 Time Remaining: ??:??:?? 
Render Settings: 
Viewport: PhysCamera001 Width: 2000 
Start Time: Height: 1500 
End Time: Pixel Aspect Ratio: 1.00000 
Nth Frame: Image Aspect Ratio: 
Hidden Geometry: Hi Render to Fields: ^ 
Render Atmosphere: ' Force 2-Sided: I 
Use Adv. Lighting: ' Compute Adv. Lighting: ^ 
Output Settings: 
File Name: C: UsersiChyi Desktop \RenderPNG. png 
Device Mame: 
File Qutput Gamma: 1.00 Nth Serial Numbering: No 
Video Color Check: No Dither Paletted: Yes 
Super Black: No Dither True Color: Yes 
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Shadow Mapped: 0 
Ray Traced: 0 
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